three or four 
ihey are pre- 

Re d ntertainment 
_ Expo, or E3, early i t ummer. This 

_ retailers, journalists, and industry 

yers from around the world will - 

gather in Atlanta in June to check out 
the hottest games for the upcoming 
season. Nintendo Power has compiled 
this exclusive, insider preview of the 
awesome N64 lineup that will debut 

at the show. Some of these games were 

top secret that they have never even 

be nmentioned to the public 

before. Prepare to be amazed. 
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intendo Power 


Previews E3 in Atlanta and 
Upcoming N64 Games 


This year’s E3 show in Atlanta will prove 
that the past nine months gave gamers just 
a taste of the power of the N64. The new 
games being shown here continue pushing 
the boundaries of interactive entertain- 
ment, innovation 
and intensity. Super 
Mario 64, Wave 
Race 64, Turok: 
Dinosaur Hunter 
and Mario Kart 64 
stunned the gaming 
world last year. This 
year, expect the 
games to go even 
further with dozens 
of titles filling out 
the growing N64 library featuring the 
highest quality gaming, graphics and fun 
found on any video game system. 


“The N64 reached the two million mark 

in just five months, while PSX took all of 

15 months, and Saturn took 21 months 

to reach only one million units.” 
—Peter Main, Nintendo of America’s 
Vice President of Marketing. 


In the following pages, you'll glimpse 
the Power of N in many shapes and forms. 
We'll look in on the midlands of England 
where Rare Ltd. continues to awe devel- 
opers and gamers with the highest level of 
technical excellence. Rare and Nintendo 


unveil a number of exceptional 
titles this year—titles that are sure 
to be heralded as the new standard 
in the industry. No less magical are 
the games in progress in Japan at 
Nintendo Company Ltd. under the 
direction of the most talented and 
prolific game 
developer of 
all, Shigeru 
Miyamoto. 
But Rare and 
Nintendo 
aren’t alone. 
N64 has enough 
power for everyone, 
and developers from 
around the globe are 
discovering that they 
can take their games to the Power of N in 
innumerable ways. Acclaim’s developers 
at Iguana’ Entertainment and Probe 
Entertainment have tapped the power in 
their upcoming titles, NFL Quarterback 


/Favco 
He’ can sure be 
@ pain in the 


it for yourselves. And that’s exactly what 
you'll do when you turn the page. 


RELEASED N64 
GAMES 

BLAST CORPS 

CRUIS’N USA 

DARK RIFT 

DOOM 64 

FIFA SOCCER 64 
HEXEN 

KILLER INSTINCT GOLD 
MARIO KART 64 
MORTAL KOMBAT TRILOGY 
NBA HANGTIME 
PILOTWINGS 64 


STAR WARS: SHADOWS OF 
THE EMPIRE 


SUPER MARIO 64 

TUROK: DINOSAUR HUNTER 
WAR GODS 

WAVE RACE 64 


WAYNE GRETZKY’S 
3-D HOCKEY 


BEND iis 


Club ‘98 and Extreme-G. The developers 
at Asmik captured the power of N for 
THQ’s WCW VS. NWO: World Tour, 
while Boss Studios is using the power to 
bring Kemco’s Top Gear Rally to life. This 
list could go on and on, from the incred- 
ible dream shop at DMA Design (Body 
Harvest and Space Station: Silicon 
Valley) to the energetic arcade action 
coming at you from Midway (San 
Francisco Rush). But the best way to let 
you feel the Power of N is to let you see 


the new processors W : 
Country was just a tast Sof ss 
had to offer. At this E3, with the worldwide debut of | 
Banjo-Kazooie, GoldenEye and Conker’s Quest, Rare 
is finally realizing its dream. 


Banjo-Kazooie takes a page from Disney 


J 


in creating a rich, animated world full 
of fun animals and 
great music. The 
biggest differ- 
ence is ft 
Disney never 
lets you — 
into the 
picture. 
| In contrast, Banjo-Kazooie 
players control the team of — 
Banjo (a bear) and 
Kazooie (a bird) as they 
explore a magical 
world. Each character 
has specialized func- 
tions, so if you want to 
stomp ants you use Banjo 


ing, and the use of the N64’s powerful 
anti-aliasing, LOD management and 


| Publisher —_ Nintendo 


1997 Nintendo of America Inc. “, © & the "N" logo are 
trademarks of Nintendo of America Inc. Banjo-Kazooie™ 
© 1997 Nintendo/Rare. Game by Rare. 


i in if you want to fly atgtind a 
tower you use Kazooie. When 
you combine the abilities of bird 

and bear, you get the most versatile 
video game hero/heroes ever. But the 
id in which the duo travels is even 
impressive than the innovative 
design. Rich textures, creative light- 


other features results in an almost cine- 
matic image. Combine this with music 


that changes subtly as you move through j 
the world and animated characters who 
seem as alive as any Disney character, 


and you have a remarkable game. : 
Banjo-Kazooie is slated for a fall 
release in North America and 
is guaranteed to be a mon- 
ster hit on the scale of DKC. 


= 


Banjo-Kazooie 


Developer Rare Lid. 
Size 128 Megabits 
Complete 60% 
Release Fall 1997 
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° Conker’s Quest , — 
¢ GoldenEye an 


of squirrels that also looks as d 
an animated film, or perhaps even 
so. Conker’s Quest will be the f 
published by Rare under the 
Nintendo partnership and dist 


from their bushy tails. A release date for _ There’s also a lot to see and hear. Many 
this incredibly rich game has been set _ of the 3-D areas are vast and filled with 
for December. hidden items and characters. For exam- 
ple, in Turok: Dinosaur Hunter, the 
large areas were masked with fog so 
that your line of sight was limited. But 
in some stages of GoldenEye, you can 
see the equivalent of miles. As for 
graphic realism, GoldenEye goes to 
unbelievable lengths. The animated 
racters move and behave like real 
ple. They also have enough intelli 
ce to hunt you through the corridors 
of buildings or track you through the | 
now of Siberia. The multi-player mode 
and options may be the best found in 
any game. GoldenEye also makes excel: 


Conker’s Quest 
Publisher Rare Ltd. 
Developer Rare Lid. 

Size Undisclosed 
Complete 40% 

Release December 1997 


exclusively by Nintendo. As ir 
Kazooie, the action in this gar 


Perhaps the most amazing game f 
- Rare turns out to be one you’ve 
before, but not like this. GoldenEye 
undergone significant development since 
it was last previewed in Nintendo 
Power. The 
game now 
sets a new 
standard for 
first-person 
action games, 
both in game 
play and pre- 
i sentation. It’s 
____ ho longer just a shooter. In the m 
missions, Bond has a long list of miss 
objectives to meet. Instead of sin 
. blasting everything in sight, you m 
sneak through certain areas, do 
load computer secrets, find hid 
_ items, unlock doors, save innocent 
ple, drive a tank and use cool gad 
from Q Branch. So there’s a lot to 


Conker and Berry, a girl squirrel 
per about, solving puzzles and 


25 leon 
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Publisher Nintendo 
"| Developer Rare Ltd. 
| Size 96 Megabits 
| Complete 100% 
"| Release August 1997 
GoldenEye” and James Bond 007" © 1997 Nintendo/Rare. Game by Rare. © 1962, © 1995 


Danjaq, LLC. & U.A.C. AllRights Reserved. © 1997 Eon Productions Ltd. & Mac B. Inc. 
James Bond Theme by Monty Norman. Used by Permission of EMI Unart Catalog Inc. 


video gaming as Nintendo’s Shigeru Miyamoto. 
It should’ come as no surprise that the creator of 


Mario, Zelda, Yoshi, Fox McCloud and dozens of 


other 
of th 


64, Ea 


Zelda 64 follows in the footsteps of the 
greatest adventure series of games ever 
conceived. The Legend of Zelda and 
Zelda Hl: The Adventure of Link for the 
NES gave gamers open worlds filled 


© 000 


with mystery and danger. They were 
free to explore large worlds and inter- 
act directly with good guys, bad guys, 
magical beings and puzzles. In The 
Legend of Zelda: A Link to the Past for 


Zelda 64 
Publisher Nintendo 
Developer EAD/Nintendo 
Size 128 Megabits 
Completion 50%-70% 
Release Early 1998 


NINTENDO 
POWER’'S 


-wilderness 


oved characters drove the development 
64 by his vision of what games could 
become. His vision today continues to extend into 
previously undreamed of realms of gaming with his 
development of Zelda 64, Yoshi’s Island 64 F-Zero 
rthBound 64 and other Nintendo 64 Disk 
Drive titles for ‘98 and beyond. Zelda, Yoshi and 
F-Zéro will appear in demo form only at E3, but 


anyone who sees these tapes will see at once 
both the depth of gaming and the quality of the 
technical accomplishments of these games. 


the Super NES and The Legend of 
Zelda: Link’s Awakening for Game Boy, 
Mr. Miyamoto made the worlds even 
richer while 
preserving 
essential ele- 
ments of the 
‘game __itike 
direct com- 
— bat and 
manipulation of the environment. Now, 
in Zelda 64, it is the interactive element 
that reaches new levels. Players will 
move about in 3-D space with Link as 
he explores the dungeons, towns and 
areas of the game. 
Extraordinary graphics effects are mak- 
ing Zelda 64 one of the most beautiful 
games ever created, as you can see 
in these screens. What you can’t see 
is the . ‘immersive. _ feel __ that 


you will get playing the game. As 
in Star Fox 64, Zelda 64 players 
F > GE Tar will deal with 


many charac- 
ters and 
the story or 
events that 
take place 


de during the 


game will come alive in dialogue and 
3-D animation. Zelda 64, at 128 
megabits, should be the undisputed 
heavyweight when it is released early 
next year in North America. 


elda 64 


° Yoshi’s Island 64 
¢ Star Fox 64 
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The best news of all from 

Shigeru Miyamoto’s 

Magical toy box is the 

Fl arrival of Star Fox 64. 

With the direct feedback experience 
of the Rumble Pak, and character 
speech throughout the game, Star Fox 
64 takes immersive gaming to a new 
level. In a recent interview with 
Nintendo Power, Mr. Miyamoto told 
us that Star Fox 64 is a game for play- 
ers of every type: male, female, young 
and old. “It is balanced so that play- 
ers of any skill level can play 
the game in 

their own way. 
But you need 
good motor 
skills to get 
all the medals 
or finish the 
expert mode.” 
The dogfight- 
ing in Star Fox 
64 may take 
place at blinding 
speeds, but 
the — con- 
trols are 


Star Fox 64 
Publisher Nintendo 
Developer EAD/Nintendo 
Size 96 Megabits 
Completion 100% 
Release June 30th 


so intuitive and smooth that players 
slip on the role.of ace pilots:as easily 
as they might slip on a banana-peel— 
and it’s much less painful. Fhe decep- 
tively simple Rumble Pak adds yet 
another dimension of reality to the 
already packed Star Fox 64. 
You feel every enemy shot 
rock the controller in 
your hands, like a 
flight stick that jerks 
‘when a plane _ is 
- slammed by a missile. 
It adds to the sense of 
surprise and anticipa- 
tion. Once ~- you’ve 
played Star Fox 64 
with the Rumble Pak, 
you won’t want to fly 
without it. 


Other contenders for the title may also 
come from the Miyamoto . trust at 
Nintendo’s EAD development group. 
Yoshi's Island 64 is forging a new path 
for 2-D action games, utilizing the 
power of the N64 to create 
stunning’ back- 
grounds — and 
sprites in a com- 
plex platform 
adventure. The 
game is based 
on the hit Supers, 
NES title from 
two years ago, 
but it goes much 
further” in its 
goal of présent- 
ing a rich, artis- 
tically unique 
gaming world. 
In Yoshi’s Island, 
both game de- 
signers and game artists leave their mark 
on the canvas. Mr. Miyamoto says that 
the game will try to make.new, creative 
uses of the N64 Controller as well. 


Yoshi's Island 64 


Publisher Nintendo 
Developer EAD/Nintendo 
Size 96 Megabits 
Complete 50%-70% 
Release Fall 1997 


Scannin 
Globe 


Nintendo of America has searched the globe for 
quality games to add to the N64 library. This fall, 
three of those games will make their debuts in 
North America: Mischief Makers from Enix in Japan, 
Tetrisphere from H20O in Canada and Body Harvest 
from DMA Design in Scotland, which just proves that 
the power of Nis a worldwide phenomen-N. 


Mischief Makers was released recently 
in Japan by Enix under the name Go, Go 
Troublemakers. Under a new name in 
North America, and» with translated 
screen text, Mischief Makers becomes 
the first prerendered, 2-D action game 
. for the N64. Some people are calling it 
a 21/2-D game like Yoshi’s Island 64 
since the backgrounds and sprites were 
originally rendered in 3-D. No matter 
how many Ds there are, the game is full 
of action. Marina, a robot in search of 


the scientist who created her, stars in 
this side-scrolling title. Through five, 
12-stage worlds, Marina practices an 
unusual method of combat as she 
attempts to grab and shake her oppo- 
nents into submission. As for the story, 
apparently, the Emperor of Nendoro has 
raised an evil army that stands in 
Marina’s way. As you might expect from 
an Enix game, Mischief Makers has an 
involving plot with lots of characters to 
talk to, even though this is an action 
title, not an RPG. Other adventure ele- 
ments include item shops, hospitals, 
villages and puzzle-solving. Mischief 
Makers is a true hybrid, mixing 
action and adventure elements with 
rich ACM graphics. 


a) Size 
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Nintendo 
Enix 

96 Megabits 
Completion 100% 
Release October 1997 


Publisher 


Developer 


| 


ischief Makers 


¢ Tetrisphere 


BODY HARVEST 


Body Harvest from DMA Design pre- 
sents a puzzle of another sort. In this 
game, you must go backward in time 
to counter an invasion of alien insec- 
toid creatures who are wiping out 
(and devouring) humanity in your 
own time. When you do so, you find 
aliens swarming over the landscape, 
so it’s up to you to do what you do 
with bugs, which is swat them. At 
your disposal are more than 90 vehi- 
cles, some specially designed for 


¢ Body Harvest 


treacherous landscapes. The six lev- 
els are broken into four stages each, 
and each level corresponds to a dif- 
ferent place and period in time. For 
example, your first bug hunt 
takes place in Greece in 
1916. The ambitious project 
has gone from an early action 
game design to what is now 
being called an action-RPG 
because there are puzzles 
and characters as well as 
shooting. With a track record 
that includes hits such as 
Lemmings and Uniracers, 
DMA Design has proven to 
be one of the most creative 
game developers in the 
world. Body Harvest holds true to 
that legacy. 


Nintendo 


Publisher 
Developer DMA 

Size Undisclosed 
Completion 50%-60% 


Release Fall 1997 


The long-awaited Tetrisphere is finally 
on its way, and the wait was worth it. 
The first action-puzzle game for the 
N64 makes use of the 3-D capabilities of 
the system both for the graphics and 
game design. At the heart of Tetrisphere 
is a sphere composed of different 
pieces shaped like Tetris blocks. By 
dropping similarly shaped blocks on 
pairs or larger groupings of adjacent 
blocks on the sphere below, you knock 
off blocks to reveal what's in the center 
of the sphere. When you get to the cen- 
ter, you win. The six modes of play 
include Rescue, VS. (a two-player 
mode), Time Trial, Hide-and-Seek, 
Puzzle and VS. CPU. The play is capti- 
vating, which should come as no sur- 
prise since Alexei Pajitnov, the creator 
of Tetris, consulted on this game during 
its development. 
Tetrisphere also 
features a techno 
soundtrack and a 
useful training 
mode for learning 
the intricacies of 
this unique puzzler. 


Rescue 


715 780 
400 ° o 


Tetrisphere 


Publisher Nintendo 
Developer H20 

Size 64 Megabits 
Completion 100% 
Release Summer 1997 


Real 


Gamers anxious to play their favorite sports on 


their favorite video game system will soon have 
more options than ever before. N64 sports games 
have been slow in coming, but their quality has been 
exceptional. Wayne Gretzky’s 3-D Hockey, FIFA 
Soccer 64 and International Superstar Soccer 64 
(a.k.a. J League Perfect Striker in Japan) have raised 
the bar for sports simulations on video games. With 
Nintendo’s MLB Featuring Ken Griffey Jr., ISS 64 and 
NFL Quarterback Club ‘98 from Acclaim, the bar 
goes even higher...and the names seem to get even 
longer. Whether you consider pro wrestling a sport 
(or just entertainment), there’s no doubt that THQ’s 
WCW VS. NWO: World Tour will be a winner, as well. 
So strap on your virtual cleats and head for the 


field. It’s game time. 


MAJOR LEAGUE 
BASEBALL 


FEATURING 
KEN GRIFFEY JR. 


Ken®Griffey ‘Jr. spent: several days ‘tied 
up with the:development'team at Angel 
Studios last year—literally.- He was 


wired from head to’ toe -for_motion- 


capture <sessions. that- provided ‘the 

animation’-data. for his. signature 

picture-perfect swing. It’s almost 

eerie how .real Junior looks in 
Nintendo’s» upcoming 
baseball» game “when 
you see him swing 
the bat and belt the 
ball. cover: the 
fence... You can 
almost hear Roger 
Maris groan. 
Certainly the. ani- 
mation will turn 
heads when MLB 
Featuring Ken 
Griffey Jr. hits the 
shelves this September, 
but the game play will 
keep baseball fans 
glued to their N64s. 
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The- development 
team © included 
experts from 
Angel, Nintendo, 
and. Major League 
Baseball,.:not to ’ 
mention Ken himself. The ‘resulting 
baseball experience combines realism 

with fun. Reality, apart from the 35,000 

frames of incredible-animation; comes _ 


_ from MLB and MLBPA licenses. You get) 


real teams, real players, even real stadi- — 
ums modeled in 3-D. For fun, you get Pa 


Major League Baseball 
Featuring Ken Griffey Jr. 


Publisher _ Nintendo 

Developer Angel Studios “et 
Size 96 Megabits a 
Complete 80% 

Release September 1997 


season play, one-on-one | 
matchups, Home ™.Run = 
derbies, World. - Series oes 
action, and teams that 
you.can. edit to create the Pas 
ultimate fantasy ‘lineup. a2 
You also get intuitive use 
of the N64 Controller, 
with the C Buttons repre- 
senting the diamond and = 
the Control Stick giving < 
you precision control ~ 
over pitch placement. — 
They say that baseball” 
doesn’t really. heat up 
until September, and this 
year, they’re right. 


Major League Baseball® Featuring Ken Griffey Jr. and Ken Griffey Jr. Presents Major League Baseball®: 
Game Boy Edition - Major League Baseball trademarks and copyrights are used with permission of Major 
League Baseball Properties, Inc. © MLBPA. Official Licensee-Major League Baseball Players Association. 
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° Major League Baseball 
Featuring Ken Griffey Jr. 


¢ NFL Quarterback Club ‘98 


NFL Quarterback Club ‘98 is the stunning 
creation of, Iguana Entertainment, the 

~ developers of Turok: Dinosaur Hunter. 

__ Even at this early stage, QB Club looks 

_ amazingly realistic, both in the level of 
“32 detail and the quality of the animation. 
When you com- 

bine. this’ with a 


~ ) AGH) 1st oR 


cs o 
meen” 7. 3545 1 


zoom right. into 
the huddle ‘or 


a soaring punt, 
you: get the most 
realistic football 


-for a video game 
system. It: may. 
sound dike: sO. 


= 


33 ~~ Acclaim has included afull-team.of license 


ae es, as well, including ‘the NFL and. NFLPA 


“= 


along with the NFL Quarterback. Club 


z 


= will be featured in the game, bothas a char- 
“Fe acter and:as a designer of SES plays. 


Publisher 
Developer 
Size 
Completion 50% 


Acclaim 
Iguana Entertainment 


96 Megabits 


Release November 1997 


> camera. that ‘can - 


“float above. the 
stadium to catch. - 


“game. ever made. 


"competition. Brett ‘Favre of the Packers. 


The other football, which we still stub- 
bornly call soccer here in the U.S., is 
featured in Konami's International 


Superstar 
Soccer 64. 
ISS 64 fea- 
tures excel- 
lent arcade- 
style control 
for. one to 


‘four players'in an international: soccer 


competition -setting. The tightly syn- 


-,chronized — play-by-play . announcer 


calls the shots as accurately as a live 
announcer, which is pretty, remarkable 
for a video game. Even more impres- 
sive is the Al of the computer. con- 


_trolled_ players, wip seem to antici: 
"pate 
~ moves. and 
Spade: Due 
*-for-release in 


your 


July, ISS 64 is Le) 
the ultimate fevrtun— iri | wes 


kick ‘}._Kvalated x \. Kierult 


International Superstar 
Soccer 6 


Konami 
Konami 
64 Megabits 


Publisher 
Developer 


Size 
Completion 100% 


Release 


July 1997 


¢e WCW VS. NWO: World Tour 


¢ International 
Superstar Soccer 64 


Calling professional wrestling a sport may 
be a stretch, but the action and animation 
in WCW VS. NWO: World Tour makes for 
pure, multi-player fun. In Japan, this game 
will be released as Ultra Battle Royal by 
Asmik, but here in North America, THQ 
has added the WCW/NWO license and 


included. dozens of the most popular 
wrestlers on the circuit. In all, there will 
be 80 or more wrestlers, each with more 
than ten special moves. The action inside 
and outside of the ring is fast, furious and 
fun. Some of the moves are so spectacular 
(not to mention ridiculous) that they will 
never be matched in the live ring. That 
lack of reality just adds to the appeal of 
WCW VS. NWO, since the name of the 
game is spectacle. 


WCW VS. NWO: World Tour 
Publisher THQ 
Developer Asmik Wapan) 
Size 96 Megabits 


Completion 60% 
Oct/Nov 1997 | 


Release 


speed of development. 


We don’t have a great deal. of 
information on any of these games yet, 
but we have seen screen shots of them 
all, which reveals a lot. EarthBound 64 
from Nintendo is presently scheduled 
to be the first game for the Nintendo 
64 Disk Drive now that Zelda will 
appear in Game Pak form before being 
released as an expanded Nintendo 64 


Although gamers around the world are dying to 
get their hands on Zelda G4, plenty of other adven- 
tures and RPGs are on the way for the N64 from 
Nintendo and other publishers. Currently, it looks 
as if 1998 will be the windfall year for epic games, 
but the flood may begin earlier depending on the 


Disk Drive version. Even. though. the 
game won’t appear for some time, 


|. from the development team at EAD: 
only serve to whet our. appetites for ° 


EarthBound 64 already shows tremen- — 
dous promise. The many scteen shots’ ’ 
sent to us over the past several-months. 


this unusual-epic title. ‘Already wejhave -. i 
seen a shadowy forest region, the vil=” 
lage of Tazmily anda’ great battle that - 
takes place: in the desert.’ We have | 
even met characters suchas Ryukka,” 
who wanders. in the woods, and, 
Duster, who sleeps all day. Like ~ 

the original. EarthBound for the. 
Super. . NES,’ EarthBound | 64 
departs from ‘the fantasy tradi- 

tion of most RPGs' and introduces play- 
ers to a strange and often humorous ; il 6 _ 
world. With Shigeru Miyamoto direct-- ~~ > 

ing the project, we expect great things. 


EarthBound 64 
Publisher Nintendo 
Developer EAD/Nintendo 
Size 512 Megabits 
Completion 40% 

1998 


Release 
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° Dracula 3-D 
° Goemon 5 
¢ Quest 64 


Konami’s Legend of the Mystical Ninja 
(which is not a final name) is called 
Goemon 5 in 
Japan. The game 
is an adventure 
featuring action 
and _RPG__ele- 
| -ments. While 
players can. wan- 
der freely spout i inmost stages, thére is 
a » linear Rrosressign to the seeps of 


play.. Also; expect 


]\ ing. Since you have 
| to ‘battle senemies 
by. -hand, -rather 
it ‘than by. using /a~ battle 

\meni, ’ the game has 


\ more, ‘ofa Legend: of 
~ Zelda feel.than‘that * 
of a: true, RPG. The 


') excellent graphics 
depict. traditional 
Japanese themes, but 


Publisher Konami 


Developer Konami 


Size Undisclosed 
Completion 50%- 70% 
Release Winter 1998 


“3-D ‘environments. 


“them, stave . off 
“\ the creatures. Com- 


_ istory should ‘result: 
--in-a, game ‘that; falls exigeeeag 
“some variety, from: 
|. shooting ‘to: fight: ; 


‘the play.is classic video ~ 
game stuff that: no ~ 


1 eg Samer: will have trouble ‘ 
2 = understanding. = 


Konami’s second adventure _ title, 
Dracula 3-D, harkens back to 
the Castlevania series, but vampire 
hunting in 3-D will be a much greater 
challenge. Gone are 
the. side-scrolling 
traps and enemies of 
the original: series, 
replaced with full 


The new: generation 
of Belmonts has new. 
weapons, including 


. swords, magic, and> 
_ acrobativ. | jumps,- 


and abilities to-help 


bining action with a- 
rich tradition and 


squarely into the’ 


realm of adventure. In fact, some. of 
the first screen shots taken of Dracula 
3D “are ‘easily mistaken’ for ‘shots of 


Zelda 64. That's quite a compliment to 


. the developers i in Osaka, This. one will 


\ be big... 


Dracula 3-D 


Publisher Konami 
Developer Konami 
Size Undisclosed 
Completion 40% 
Release Winter 1998 


As for THQ’s Quest 64, which may 
well receive a new name very soon, 
almost nothing is known of the 
story. Power has previewed a 
very early walk-about 
version in which we 
hiked through a moun- 
tain village, met a few 
villagers, then contin- 
ued up into the hills. 
It was obvious from 
this quick look 
that the development 
team at Imagineer in 
Japan has a good eye 
for detail and a sound 
understanding of the 
hardware. (Other 
Ima-gineer games 
such as MRC and 
Power Pro Baseball 
have looked equally 
well-crafted.) 
Quest 64 should ap- 
pear in 1998, proba- 
bly by ear-ly Spring. 


Quest 64 


Publisher Konami 
Developer Konami 
Size Undisclosed 
Completion 50%- 70% 
Release Early 1998 


\ -" 


San Francisco Rush will be familiar to 
arcade players who have made it one 
of the top quarter munchers of the 
year. Midway’s Atari Games develop- 
ment group (which created Gretzky's 
3-D Hockey for the N64) excels at 


147 04g 


making N64 versions of their top 
arcade releases. In the case of Rush, 
expect incredibly high speeds, branch- 
ing courses, crash damage, realistic 
graphics and 
sound, and at 
least twice as 
many tracks as 
are in the 
arcade game. 
Now that’s a 
rush. 


Midway 
Atari G 


64 Megabits 


_ NINTENDO 
POWER’S 


Speed demons of the world no longer need to go to the 
race track for their motor sports. Seven racers are in 
the works for release by the end of the year or early in 
1998. We’ve taken them all for a spin, except for F-Zero, 
which will appear at E3 only as a demonstration video. 
Of the other racers, each has its own strength. 


Top Gear Rally from Kemco is the 
dream game for racing fans who want 
reality in whopping doses. An exacting 
physics model makes the cars in Rally 
more realistic than anything else on the 
virtual road. One lap on these challeng- 
ing courses takes as long as three min- 
utes to complete, so a race of three laps 
will keep you glued to the tube for 
about ten minutes. That’s a lot of con- 
centration, but the reward is great, too. 
As for the graphics, Boss Games Studio 
has created some of the most realistic 
cars and road environments ever, rival- 
ing the high-powered arcade machines. 
Race fanatics will eat this one for break- 
fast, lunch and dinner, not to mention 
constant snacking. We expect the racing 
for one or two players to begin 
in September. 


Developer __ 


=< 


Bet you never thought that your N64 
would put you in the driver’s seat of a 
Lamborghini Diablo. But Lamborghini 
64 from Titus does just that, pushing the 
polygons for a realistic looking road 
racer featuring some of the coolest cars 
in the known universe including 
Lamborghinis, Ferraris and Porsches. 
With an arcade mode, tournament 
mode, time trial mode and VS. mode, 
players will have lots of ways to drive 


these dream cars. The four courses in 
Lamborghini feature a wide range of 
driving conditions and challenges for 


both arcade and simulation drivers. This 


Publisher Titus 
eloper Jitus 
64 Megabits 
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Jero 
° Extreme-G 


¢ F-1 Pole Position 
¢ Lamborghini 64 


F-1 POLE POSITION 


The big daddy of racing is Formula 1, 
and the sleek F-1 cars are designed with 
only one goal: to cross the finish line 
first. F-1 Pole Position sets you down 
behind the 
wheel of a hot, 
Formula 1 
racer on one 
of 16 interna- 
tional courses. 
Ubi Soft hopes 
to include a 
license for real 
races, drivers 
and teams. 
The develop- 
ers at Human 
in Japan emphasized realistic handling 
utilizing the N64 Control Stick to give 
players the feel of the road.. Final 
tweaking of the game’s graphics is 
going on now. We expect a fast, realis- 
tic sim when F-1 is ready for the green 
light this fall. 


F-1 Pole Position 
Publisher Ubi Soft 
Developer Human 
Size 64 Megabits 
Completion 80% 

Release October 1997 


Multi Racing Championship, also known 
as MRC, was picked up by Ocean of 
America from Imagineer in Japan. This 
rally racer features nicely varied courses 
with chang- 
ing condi- 
tions. It’s not 
just the road 
surface that 
changes, but 
time of day, 


* MRC 


¢ San Francisco Rush 


lap Time 
01°21°158 


lighting and weather conditions, as well. 
MRC also scores points for having 
branching courses and_ two-player 
options. In addition to that, it looks like 
MRC will also support the Rumble Pak to 
give you an even more realistic driving 
experience. The experience is pretty 
great even without the Rumbler. Tight 
steering that’s easy to master makes 
MRC one of the most playable racers in 
the N64 lineup. 


Multi Racing Championship 


Publisher Ocean 
Developer Imagineer 
Size 96 Megabits 
Completion 100% 
Release August 1997 


Extreme-G from Acclaim may be one of the 
hits of the season when it is released this 
fall. This futuristic motorcycle racer has 
you careening through sci-fi settings while 
blasting your opponents with lasers. The 
courses contain jumps, twists, branches 


¢ Top Gear Rally 


Extreme-G 


Publisher Acclaim 


Developer Probe Entertainment 


Size 96 Megabits 
Completion 50% 
Release October 1997 


and bad guys who shoot back. The graph- 
ics look good and the speed is very high. 
The development group at Probe 
Entertainment has grasped the horns of the 
N64 and clearly knows how to control the 
beast. The track settings range from a futur- 
istic city and space port to subterranean 
mines. We can hardly wait to see this game 
with all of the bells and whistles in place. 


F-ZERO 64 


Finally, F-Zero from Nintendo has a lot 
to live up to. The Super NES F-Zero set 
the standard for speed and challenge in 
16-bit racing. F-Zero 64 may well do the 
same thing for the N64. Mr. Miyamoto 
is very excited about this one and talks 
about a year-end release for the game in 
Japan, which suggests that North 
America will see F-Zero in early '98. All 
in all, it’s bound to be a very fast year as 
the N64 claims the crown for speed. 


Publisher 
Developer 


Size 
Completion 
Release 


Even more NG4 games will appear at E3, some on 


the show floor while others are screened behind the 
scenes. On these final pages, we’ll take a look at 
many of the games that should be in Atlanta in one 
form or another. All of these games should also be 
released within the next nine to twelve months, 
assuming that development continues smoothly... 
and that can be a big if. We’ll give you our best, insid- 
er read on them all—and possible E3 surprises. 


Midway's prolific lineup will continue to 
grow with Robotron 64 in August and a 
whole slew of games in November and 
December, some of which may slide into 
the new year. Our look at an early version 


of Mace 64 revealed very crisp graphics 
and movement, but just one playable 
fighter and limited moves. Mortal Kombat 
Mythologies, starring Sub-Zero in a limit- 
ed 3-D action game, may turn out to be a 
big seller. Bio Freaks won’t be shown at 
E3 at all and should be released after the 
current crop of games, probably next 
year. Midway also hopes to sneak Quake 
into the lineup by year’s end. Finally, 
Wayne Gretzky's 3-D Hockey 2 and Joust 
64 are also in the works at Midway. These 
guys must never sleep. 

Acclaim has had some tough times, 
but the success of Turok: Dinosaur 
Hunter shows that the company has the 
talent and drive to succeed, especially 
when they take the time to polish a game. 


NINTENDO 


POWER’S 


_E3 peak at some other, 


Mortal Kombat 
Mythologies 


Although Acclaim probably won't show 
anything beyond QB Club and Extreme- 
G, wesmay:get a sneak 


undisclosed Acclaim 
games. Check next 
month’s Pak Watch. 
Konami‘s big push at 
the show-willebe to 
introduce International 
Superstar, Soccer 64, 
which will © launch 
shortly thereafter, but they will also show 
Legend of the Mystical Ninja/Goémon 5 
and probably a video tapé of Dracula 3- 
D. It’s also possible that an undisclosed, 
licensed title-will be announced at the 
show. Konami may also talk more about 
its 1998 lineup, which already includes 
NBA In The Zone ‘98 and Battle Dancers. 
Mission: Impossible from Ocean will 
have two to three playable stages ready 
by E3. That indicates that the game's 
mechanics and at least some of its com- 
plex Al are ready to roll. Chances are this 
much-anticipated title is rounding the 
bend, but it won’t be finished for another 


Mission: 
Impossible 


month or two. Expect to see it released 


, just prior-to, or-after-the-holidays:Space > ~ 


Circus, in-development in France;-does: 


* not seem to be a fall priority, so don’t 


expect anything until next year. Ocean 
may have a few other surprises up its 
sleeve that mayzbe revealed at E3. 
Gametek’s Robotech: Cr Crystal Dream is 
suddenly’ a game in in seatcl Of a publisher. 
It is also a game in search of some serious 
programming and gaming tweaks. Don’t 
expect it by thevend:of the year. Infact, 
“is much more likely 
that Wheel’ of! Fortuné 


Robotech to the stores. 
By the way we've taken 
a look at an early ver- 
sion. of Wheel and 
a. it ‘quite playable. 
play will show 


press ‘and retailers at ES, but it won't be sad 


on thé floor. They want to make everyone 
\ feel special. As for the game, it’s on the 
verge of ppiigeon: The most recent ver-” 


and Jeopardy! will) beat i . 
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¥ 
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sion we played at Nintendo Power had all 
the graphic effects, moves and animated 
breakthroughs. Only the front end and 
some camera Al was missing. We esti- 
mate a realistic release date will fall in 
August. It’s quite likely that an N64 game 
from Intérplay’and Shiny Entertainment 
will’ be. previewed in,closed-door sessions 
at the show. We, Sesiatatabore to worm 
our way in. 

Another Auspust Rizase: will ‘be Aero 
Fighters Assault, which will be” hal 


~just -before~the*show~starts> This a¢ 
~fightér mixes arcade and'simulation st 


- 


les 
of play for an impressive ride. “Mc as 


and Paradigm Entertainment will proba: 


bly announce at E3 that they are working, 
on several more N64. projects. 


Ubi ‘Soft sent along’ some: shots of: 


Tonic Trouble, once known as HED, 
which, is iit the pipeline for a 1998 
release. With an ‘unusual_ graphic style 


and an open,.Marioesque game design, 
this is one.worth watching. Hudson Soft 
will probably show off Super Bomberman 


64. We’ve seen the current version and 
like what we see so far. Dual Heroes may 
also make the trip to Atlanta along with 
three sports games and a shooter. GT 
Interactive will concentrate on Hexen, 
which should be released just prior to the 
show, and Duke Nukem 3-D, next up on 
its list of N64 releases. Ultra Combat 
seemed stuck in the mire of endless devel- 
opment for now. Virgin’s promise of a 
playable Freak Boy may be realized, but it 
may appear only in some demonstration 
form or on video tape. We.aren’t willing 


\to make _a_release estimate on that one. 


‘BMGs Space Station: 
Silicon Graphics is 
\ . ‘probably a good ways 
\ out, too, even though 
we've. , seen some 
impressive glimpses 
from. DMA _ Design, 
the game's developer, 
Titus has hinted at the 


possibility™of* *showing® ‘off © some ———— z 
Bugie Boogie 


Superman. scenes,.. but _its.. big. show. 
effort will be with Lamborghini, going 
so far. as to bring a Lamborghini Diablo 
onto, the show: floor. Now 
that’s flash. 
> As~a final treat, iNigtendo’ s Bugie 
-Boogie has taken a new direction and 
Kemco has provided a cool-SGI shot of 
Twisted Edge Snowboarding, now in 
development at Boss Game Studios. 
, Kemco will show some video footage at 
the show-and hopes to release the game 


in early 1998. Even though this demo shot 
was.taken off the high-end SGI, the poly- 
gon count of the boarder is realistic for 


use with the N64, and 
we've seen some marvels 
from Boss. We've got 
even more stunning shots 
of this future game ready 
for next month’s Pak 
Watch. £3 is just 
the beginning. 
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S| BD. 2. & 
©). A feast of | 


graphics, sound 
and creative 


oN A. 7 <a 
é game play °The 
: Vi ZS starring charac- 
ters, Banjo and 
= Kazooie, complement each other 
with more than 15 specialized moves °It’s the future. 


» 


Evers RG 
Ouest 


Beautiful graphics °Rich 3-D 
worlds °The playful adventures of Incredible 3-D graphics and 
two squirrels, Conker and Berry cinematic sci-fi action °Sold with 
Surround sound °Developed and published by Rare °World the unique Rumble Pak direct feedback accessory °Cool; 
wide distribution by Nintendo °A classic in the making. four-player battle mode °eSimply awesome. 


NVeSuls 
eens 


Prerendered ACM graphics A revolution in 3-D game graph- 

Classic platform action with 3-D ics °Ultra-realism starring secret 
surprises °Sequel to the best-selling Super NES Yoshi’s agent James Bond °Awesome multi-player option in which 
Island °A definite winner. : 3 up to four players take on famous Bond roles °Pure gold. 


GOLDE My E-7~ 


RI 


Rescue -.405 200 
tt 


/M MAKERS = 


Excellent prerendered graphics 3-D brain-busting action puzzler 
and a fresh take on side-scrolling Six modes of play including VS., 
action °Robotic mayhem in 60 stages °Unique combat elt’s Time Trial, Hide-And-Seek, Rescue, Puzzle, VS. CPU 
weird, different and fun. Tetris addicts beware! 
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Fantastic motion-capture with Ken 
Griffey Jr. Major League Baseball 
and the Major League Baseball Players Association’ licenses 
Real stadiums and teams °It’s a guaranteed hit. 


Unique shooting RPG game from 
DMA Design*Dozens of stages and 
more than 90 vehicles °Puzzles °Aliens and sci-fi theme 

The bug hunt begins. 


The arcade mega-hit comes to 
the Super NES °Aliens attack as 
you blast them from below °All 

new two-player action °A perfect arcade translation. 


Sci-fi action adventure °Cool 

weapons °Huge, open areas 
Relentless alien enemies °One of t 

Super NES games ever made °Samu 


The classic game of Arkanoid 
comes to the Super NES Knock 
out the blocks using the bouncing ball ° Passwords and 50 
stages °Classic fun. 


Two great puzzle games that play 

great together °Play head-to-head 

in split-screen action with one player playing 
Tetris against an opponent playing Dr. Mario °70 
stages °Single player modes °Prognosis: great. 


y 
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An enhanced version of the origi- 
nal Ken Griffey Jr. baseball game, 
now for Game Boy °Major League Baseball’ and Major League 
Baseball Players Association’ licenses °Pro players and full 
stat tracking °Create fantasy teams °A big score! 


One of the best racing video games ie 
of all time °Four futuristic hover 
cars, three circuits, 15 challenging tracks 
Blindingly fast °Mode 7 graphics °Incredible play 
control °Unbeatable racing action. 


Future Releases 


Super Game Boy” Screen Shots Shown 


Original Tetris plus a new 100- 
stage puzzle mode °Save the 
Professor by clearing Tetris blocks °O 
action °Stage editor allows player to cr 
custom puzzles °Packed! 


JAMES BOND 


007" « 


Great gadgets °Fast cars eDanger 
at every step with James Bond 
007 e11 levels including three racing stages °Overhead per- 


spective adventure °Features Bond characters like Oddjob 


7 —«( 


W7 


Strange things are happening to 
Wario in his second Game Boy 
action adventure from Nintendo 
befall this bad boy hero Wario m 


and Jaws °A license to thrill. discover his tormentor. °One to 
RPUOVV7 oN 
DENI ( SUKONGY ®) : 
a - 


ii IN NADY 
Leno 


JU, 


The best DKL action ever °All new 
areas °Starring Dixie Kong and 
Diddy Kong °Excellent ACM graphics °Super Game Boy 
enhancements °The Kong adventure continues. 


°One of the best action puzzle 
games ever returns for Game Boy 

oTurn deadly viruses into helpf 
two-player, Game Link action 
should be without it. 


First Game Boy game featuring 
\CM graphics °Over 40 stages, all 
ifferent from Donkey Kong Country.°Stars Donkey 
Kong and Diddy Kong °Creative game play °Great 
action from Rare and Nintendo. 


NV MKS LAW) Co 


aninia 


°One of the all-time gr 
action titles °Ba 
starring role °Pirate treasu 
stages of inver 
it’s fun to b 


RETURH OF SANUS" 


ne of the aroatest action games 
r returns for Game Boy °Space 
nture °Classic graphics and play 
trol eHuge areas to explore <« °Battery-k backed 
ry °16 special weapons and items. 


© 1997 Nintendo of America Inc. ™, © & the "N" logo are trademarks oft Nintendo of America Inc. Banjo-Kazooie™ 
© 1997 Nintendo/Rare. Game by Rare. Conker's Quesi™ © 1997 Rare. Game by Rare. GoldenEye and James 
Bond 007™ © 1997 Nintendo/Rare. Game by Rare. © 1962, © 1995 Danjag, LLC. & U.A.C. All Rights Reserved. 
© 1997 Eon Productions Ltd. & Mac B. inc. James Bond Theme by Monty Norman. Used by Permission of EMI 
Unart Catalog Inc. Mischief Makers™ © 1997 Treasure/Enix. Body Harvest™ © 1997 Nintendo/DMA Design. Major 
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NINTENDO* 64 
CONTROL SET 


The most advanced video game system in 
North America eFeatures the 
unequaled computing power of 
Silicon Graphics technology and 
the proven versatility and durability 
of Nintendo video game systems 


eFour controller ports eExpansion 
slots eSet contains the N64 Control 
Deck, one N64 Controller, an N64 
power adapter and video cables. 


N64™ 
CONTROLLERS 


Unprecedented, next generation design Six 
colors eAnalog Control Stick eCross pad 
¢10 buttons eController Pak memory card slot. 


RUMBLE PAK™ 


The first direct feedback acces- 
’ sory for N64 games eThe 
’ Rumble Pak shakes your con- 
troller during game play so you 
can feel hits, speed boosts and 
other stimuli eComes packed-in 
with Star Fox 64 or sold sepa- 
se ’ rately eFits in N64 Controller slot 
S mr eRequires batteries. 


GAME BOY’ POCKET 


Sometimes smaller is better. Game Boy pocket 
is slimmer, lighter, but the screen is as big as the 
original Game Boy screen, and it’s even brighter 
e Now available in six fun colors—Red, Yellow, 
Green, Black, Silver and Clear. It’s time to 


we SUPER NES’ 


The Super NES, 16-bit video game system is home to an incredible library of 

N64 CONTROLLER hit games including Donkey Kong Country 3, Killer Instinct, Yoshi’s Island 
PAK™ and more than 600 games in every category «New games and Player’s 
Choice software rereleases continue 

: — SUPERNES to drive interest eThe Control Set 
fi DONKEY KONG SEI. ees contains the Super NES Control 
: a “ . 4... Deck, one Super NES Controller, a 

: Le NES power converter and 


Saves game play data 
eAllows players 
to customize — 
games and 
transport data 
to play on other 
N64 systems. 


video cables. Bundled sets include 
a top Nintendo title such as Killer 
Instinct, Yoshi’s Island or Donkey 
Kong Country. 


